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O What's Going On 

On the outer skin of space and time, there is 
a pocket dimension attached to our Universe 
like a remora to a shark. It is collapsing upon 
itself, its physics failing. The doomed creatures 
within, the Geh-Koh-Rel, jealously peer into our 
stable Universe, searching for a solution to their 
desperate situation. 


They find the answer: a singular being of towering 
intellect, the world-renowned scientist and 
theoretician, Albert Einstein. The Geh-Koh-Rel 
clone him in both body and mind, setting him to 
work to find a way to switch the universes. But one 
Einstein proves insufficient. Instead, the Geh-Koh- 
Rel produce thousands, tasking them with building 
the Einstein Engine, a machine that will exchange 
universes, releasing the Geh-Koh-Rel into our 
Universe, but condemning all of known space and 
time to the collapsing dimension. All that remains 
is to solve the Inversion Paradox that will bring the 
Engine to full power. 


Time works differently in the pocket dimension. 
Einsteins live and die, and the Paradox remains 
unsolved. As the pocket dimension shrinks, the 
Geh-Koh-Rel dispose of their dead Einsteins 
through the Engine, creating temporal anomalies 
as they appear in strange, inaccessible places 
on Earth. But then Max, a ten-year-old boy of 
unmatched potential is created. Alone amongst 


the Einsteins, Max will solve the Inversion Paradox. 
The Einsteins hatch a plan: faking his death, the 
boy is sent through the Engine to Earth to hide 
from the Geh-Koh-Rel. 


But the journey through dimensions changes the 
young Einstein, granting him strange powers. Now 
he is desperate to find his way back home and to 
solve, once and for all, the Inversion Paradox. 


О Prologue 
'Boredom is a choice!' the Doctor announces. 'And 
not a choice I’m willing to make!" 


She sweeps past Yaz and out of the TARDIS library, 
a gigantic, black tome tucked under one arm. Yaz 
follows in her wake, moving fast to keep up. 


"What have you got there?' Yaz asks. 


On the TARDIS console, the Doctor opens the 
great, black book, shedding dust and unsecured 
newspaper clippings. She peers at the brittle slips 
of paper, discarding them one by one. 'Nope. Too 
pedestrian. Nope. Too many parking tickets. Nope, 
nope, nope...' 


Her eyes light up as they fall upon one faded scrap. 
'Ah-hah!' the Doctor shouts. ‘Take that, boredom!’ 


Four minutes later, and thirty years ago, the Doctor 
and her companion step from the TARDIS and onto 
the dusty road of a deserted crossroads. The first 
thing that hits them is the heat. Then the dryness. 
Then the heat again. 


Yaz looks around. A sign, sun-bleached and sand- 
blasted, points east towards Adelaide and west 
towards Worralonga Opal Mine. Save for the dusty 
bushes and barren dunes, there isn't much else. 


"What's so special about this place, then?' 

‘A: Everywhere is special,’ said the Doctor, ‘you 
just have to look. And B: the special thing isn't down 
here. It's up there...’ She points to the sky. ‘1988! 
Police Academy Five! Oingo Boingo back in the 
charts! And a series of intermittent, unpredictable, 
and utterly unexplained solar eclipses across the 
globe! An eclipse... like THIS ONE!’ 


Nothing happens. 


The Doctor licks a finger, holding it to the air. 'Off 
by an hour... Hmm.' 


Out of the dust, shimmering in the haze, a figure 
stumbles down the road... 


О Scene 1: The Road to Worralonga 
The Doctor and companions watch the figure 
approach. This is Kevo Conneely, a miner from 
Worralonga Opal mine. Young and skinny, with a 
freckled face and a mop of red hair, Kevo's pale 
skin has been burned lobster pink. He is clad in 
dungarees, a helmet clasped beneath an arm. He 
is in a state of shock, eyes bulging, movements 
laboured. 


He doesn't acknowledge the characters, stepping 
around them and moving straight for the TARDIS. 
If they don't intervene, he tries opening the door. 
When this fails, he addresses the characters, only 
now registering their presence. ‘Is this not a phone? 
|... | need a doctor.’ 


When the Doctor inevitably offers her services, 
Kevo lets out a relieved breath, gives a cheery 
thumbs up, and promptly collapses. Characters 
can carry him into the shade offered by nearby 
thorny bushes or into the TARDIS itself, where 
they can give Kevo the medical attention he needs. 
Characters who pass an Ingenuity + Medicine 
(Difficulty 12) test bring Kevo round to the point 
where he can converse; a failure leaves him 
insensate but comfortable, regaining consciousness 
only upon arrival in Worralonga. Either result reveals 
no outward sign of injury or trauma. 


If Kevo is awake, he tells the Doctor her services 
are needed at the nearby mine, otherwise the 
players must figure out where to go from context 
clues. Thankfully, the large 'WORRALONGA 
emblazoned on the miner's helmet and overalls 
points them in the right direction. 


If they choose to go to Worralonga on foot, 
Kevo needs to be supported. The tarmac 
road dwindles, swamped by dust. The day is 


blisteringly hot, and though it only takes 40 
minutes to walk to Worralonga, the Doctor and 
her companions arrive drenched in sweat and 
utterly exhausted. 


Regardless of when he regains consciousness, Kevo, 
in his addled state, is unable to clearly express the 
problem. "They found something,' he tells them. 
‘Just see for yourself.’ 


О Scene 2: Worralonga Opal Mine 
Worralonga, painted in shades of orange and 
ochre, sizzles gently under the sun. There is a whole 
lot of not much at all. 


The characters arrive over a rise east of Worralonga 
Opal Mine, looking down on a square of buildings 
on the parched outback. All are low, wooden 
structures, with the battered look of temporary 
constructions past their prime. 


The foreman's office is the only permanent 
building, on the north side of the square, 
consisting of the office below and the apartment 
above. Beside it is the assay office, where the 
opals are assessed and certified. 


To the east and west of the square are 
bunkhouses, while to the south is the canteen, the 
goods store, and the ‘reckie’ — the recreation 
room. All buildings are raised on piles of 
bricks, and all have been locked and secured. 


To the southeast is the short road to the mine, 
marked by tin shacks where descending cages are 


housed. 


Kevo, still feeling unwell, sits in the shade 
outside the foreman's office. If asked where 
the other miners are, he gestures vaguely towards 
the outback. ‘Out there, somewhere.’ 


Further pressing will reveal why they fled: 
‘The... the ghost,’ Kevo says, embarrassed. “ʻI 
never saw it. But the lads, that’s what they said. 
The last few nights, and then, well, when we 
found... He points towards the northeastern 
bunkhouse. ‘See for yourself.’ 


G Player Opportunities 

The most obvious thing characters notice is the 
silence. Worralonga is a small but industrious mine, 
previously home to 40 miners. There are cars, 
generators, air conditioners large and small, but 
nothing electrical is currently running. The silence 
looms heavy on the once-busy facility, leaving a 
feeling of unease. Observant characters see signs 
that the mine was hastily abandoned: a chair 
tipped over, tools strewn about, ants crawling over 
an uneaten sandwich. They also glimpse a dark 
figure watching Worralonga from the hills. This is 
the 'ghost' Kevo mentioned — Max, the young 
Einstein — currently preparing to ‘fold’ his way into 
the mine. When noticed, he disappears, obscured 
in dust and shadow. 


О Scene 3: The Bunkhouse 

Gaining entry to the northeastern bunkhouse is 
difficult. The dormitories are long, narrow buildings, 
entered through wooden doors at either end. Both 
are securely locked, while the bunkhouse's narrow 
windows are all behind wooden shutters. To enter, 
the characters may break down a door or prise open 
a shutter with a successful Strength + Athletics 
(Difficulty 12) test or by picking the lock with a 
Coordination + Subterfuge (Difficulty 12) test. 


The bunkhouse is subdivided into smaller rooms, 
with two sets of bunk beds in each. The long hall 
that runs the length of the building is scattered with 


clothing and discarded belongings. The wooden 
shutters on the windows block the sunlight, leaving 
each room in deep shadow. 


The first couple of rooms the characters enter 
are messy but unremarkable, all showing signs 
of disordered flight, but in the next room, they 
make a macabre discovery: resting on one of 
the lower bunks is a shape covered in a white 
sheet, neat black shoes peeking out one end. 
Underneath is the body of a recognisable man, 
clad in a black suit and with a familiar white 
moustache and manic white hair. There are no 
belongings, no identification papers, but everyone 
recognises the body of Albert Einstein. Despite 
the fact that his face is younger and he is slimmer, 
he is instantly recognisable. 


If the Doctor is present, she will be perturbed 
by the body. She and the elder scientist were 
good friends — he was a great dancer, played 
croquet like a madman. The Doctor is familiar 
with the of Einstein’s death. 
It was not here or like this. They can examine 
the body: an Awareness + Medicine (Difficulty 
15) test ascertains no obvious cause of death, as 
if he passed peacefully in his sleep, while an 
Ingenuity + Science or Technology (Difficulty 
15) test confirms this is no Auton or Rutan 
simulacrum, nor a rogue Teselecta. In the next room, 
laid out on two more bunks, are two white sheets, 


circumstances 


two sets of neat black shoes. Two more bodies 
of Albert Einstein. Further tests confirm these 
bodies are just as real as the first. 


G Player Opportunities 

Arranged on lockers are artefacts found with the 
bodies. Each is a discrete temporal anomaly: an 
opal diadem with a price tag for Y40,000 still 
attached; a geode with a fresh apple embedded 
within; a copy of The Adelaide Advertiser 
newspaper from 2006 rolled inside an ammonite 
fossil. Should the Doctor hold any of these, she 
registers an unnatural vibration emanating from the 
object. Anyone else who passes an Awareness + 
Intuition (Difficulty 12) test registers the greasy 
tingle of static electricity. 


The characters can return to the foreman's office to 
question Kevo. ‘Are they still there?’ he asks. ‘Was 
hoping l'd dreamed them up...' 
three Einsteins were 
found. ‘We were doing а standard structural 
check, me and Bomber Hooley, in Gallery Two. 
Theres not supposed to be opal that high, 
but we stumbled on a seam and followed it. 
All these weird bits came out... апа then 
we broke into a little hollow and he, the first 
Einstein bloke, he tumbled out. And behind him 
were the other two. We brought 'em up. That's 
when the lads had enough and started, you know, 
scarpering. Probably should have gone with 'em, 


He relates how the 


to be honest. Go have a look yourselves, if you 


think I’m yanking your chain. Mines are thattaway.' 
Kevo points to the south, where the dirt track leads 
to the mine. 


‘I'm staying here though. This whole palaver gives 
me the willies.’ Players can make an Awareness + 
Intuition (Difficulty 10) test to see whether Kevo is 
hiding any information from them, but it is clear he 
is too exhausted and far too frazzled to lie. 


О Scene 4: Down the Mine 

Among the many tin sheds is the mine building, 
home to ventilation machines and the lifts that 
take the workers down the shaft. All stand eerily 
silent. There are steel cabinets filled with helmets, 
torches, and ropes while a faded schematic 
pinned to one wall shows it is just a short ladder 
down to Gallery Two. 


The characters descend. The shaft is cramped 
and oppressively hot. To avoid minor injury (1/2/3), 
they must pass a Coordination + Athletics 
(Difficulty 12) test. Beyond the ladder, the roof 
is low, and all must awkwardly shuffle along 
Gallery Two. In one wall is a seam of milky 
green opal. It leads to where the tunnel has 
partly collapsed, revealing a domed chamber 
lined with pure opal. The Doctor needs no special 
equipment to register the temporal distortions in 
the area - the cavity was naturally formed millions 
of years ago, somehow with the Einsteins inside. 
This makes the Doctor deeply, desperately queasy: 
someone has taken a sledgehammer to reality. 
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THE YOUNG EINSTEIN 


Adopting the name ‘Max Kleiner’, the 
young Einstein is a thin, intense child of 
ten years, with sharp features. His journey 
through the Einstein Engine has changed 
him: clouds of purple and pink mark one 


side of his face, while his hair is a magnificent 
midnight blue, scattered with stars. Grazing 
the infinite has granted him an ability called 
‘folding’. Accessing higher dimensional 
space, he can make short jumps in three 
dimensions. These jumps are limited to a 
few hundred metres, and folding greater 
distances leaves him exhausted. Folding 
has allowed Max to stay one step ahead of 
the Geh-Koh-Rel. 


G Player Opportunities 

The companions can follow the Doctor underground 
or stay above to explore Worralonga, while Kevo 
remains outside the foreman's office. Max, the 
young Einstein, now in Worralonga, shadows the 
companions, suspecting they are Geh-Koh-Rel 
agents here to capture him. Folding between the 
settlement and the mine, he is glimpsed turning 
a corner or disappearing through a door. His 
movements can be heard — footsteps beginning 
and ending abruptly. 


Characters can make an Awareness + Intuition 
(Difficulty 15) test to track Max, making it obvious 
he is shadowing them. The players can lay a trap for 
Max, perhaps by splitting up and leading him into 
an abandoned building in Worralonga, or, if in the 
mine, into one of the many chambers along Gallery 
Two. There they can confront him. 


Max, distracted by the electrical device in his hands 
— a Geiger counter with various calculators taped 
to it — finds himself cornered by the players. They 
can question him, demand to know his identity, his 
purpose in Worralonga, but his initial fright at being 
trapped makes way for a heated interaction. He 
answers their questions with his own: ‘And who are 
you?' Wild-eyed and desperate, he demands to see 


MAX KLEINER, THE YOUNG EINSTEIN 
Concept: Cloned Genius 


Focus: The Solution 


Awareness 4, Coordination 3, 
Ingenuity 6, Presence 3, 
Resolve 5, Strength 2 


Skills: Athletics 3, 
Craft 4, Intuition 5, 
Knowledge 5, Science 5, 
Subterfuge 2, Technology 5 


Weapons: None 
Tech Level: 7 
Distinctions: Teleportation - Max is 
able to ‘fold’ space to jump a 


few hundred metres. 


Story points: ó 


their foreheads, their shadows, saying, ‘I want to 
see if you're with them. | want to see if you are part 
of them. The Geh-Koh-Rel can be anyone. They can 
take control of anyone.' 


The characters can attempt to convince Max they 
are not Geh-Koh-Rel agents by passing a 
Presence + Convince test resisted by Max's 
Resolve (5) + Intuition (5). This is difficult, and 
may require the expenditure of a Story Point 
to succeed. The immediate effect of a success is to 
momentarily calm Max. He answers questions for 
the players, for example: 


* What are the Geh-Koh-Rel? 
‘Mad things. Unstoppable things. From beyond this 
world. Beyond this universe.’ 


* What do they want? 
'To survive. And they will stop at nothing to 
ensure it.' 


* What are you doing in Worralonga? 
Тат saving you from the Geh-Koh-Rel. I’m the only 
one who can.' 


Should they fail to convince Max, he dismisses their 
questions, snorting with derision. 'Don't pretend 
like you don't know what's happening here. Tell 
your puppeteers they can slink off back to their 
own dimension. They won't stop me.' 


Either way, the encounter ends with Max holding 
up a hand. 'Time's up. Whoever you are, leave now, 
before it’s...’ 


He is interrupted by an intense and painful sound 
heard across Worralonga: the torturous sound of 
glass on glass. 


^... too late.’ 
Max folds away with a sharp clap of air. 


In the mine the air begins to crackle, the opal 
glinting with uncommon light. The sound of 
scraping glass reverberates through the mine 
and the settlement above, drawing all back to the 
centre of Worralonga — the eclipse has begun. 


О Scene 5: The Eclipse at Worralonga 
High over Worralonga, the sun slips behind shadow, 
its light tinged an otherworldly green. A chill hangs 
in the air as day turns to transient night. The only 
sound is the grinding of glass... and out in the 
centre of the square, head bowed and motionless, 
kneels Kevo Conneely. 


If anyone approaches Kevo, the sound of 
glass abruptly ceases, and the eerie quiet of 
the eclipse rolls in. Passing а successful 
Awareness + Medicine (Difficulty 12) test, 
characters note a fleck of glass glinting on Kevo's 
forehead, while passing an Awareness + Intuition 
(Difficulty 15) test, they see the strange shape his 
shadow now takes: three tentacles writhing. 


AVATAR OF THE GEH-KOH-REL 


Concept: Possessed and 
Empowered Human 


Focus: Survival 
Awareness 4, Coordination 4, 
Ingenuity 3, Presence 4, 


Resolve 4, Strength 5 


Skills: Conflict 6, Survival 5 


Distinctions: Empowered by the 
Geh-Koh-Rel – the Avatar has 
superhuman strength and resilience, 
and while controlled by the motivating 
intelligence, neither tires nor turns 
from its task, acting with no concern 
for the safety of its host body. 


Weapon: None 
Tech Level: 7 


Story Points: 2 


Kevo responds to neither words nor touch, his 
half-lidded eyes fixed on the ground. The 
Geh-Koh-Rel have manifested within, turning Kevo 
into their Avatar. 


The change lasts for the duration of the 
eclipse, seven long minutes, until the caustic 
pressure of reality finally drives the Geh-Koh-Rel 
back to their own realm. Before that, the Avatar will 
hunt down every person in Worralonga, searching 
for any trace of Max. Its aim is to find the boy and 
wrench from his mind the equation needed to 
power the Einstein Engine, an act that will kill Max. 


Standing suddenly, pulled by unseen strings, 
the Avatar screams ‘GEH-KOH-REL.’ Its initial 
movements are awkward as it acclimatises to 
the new reality, giving the players time to back 
their characters away. 


A voice encourages them to do exactly that. Max, 
having witnessed their reaction to Kevo, and 
confident the players are not Geh-Koh-Rel agents, 
has returned. 


G Player Opportunities 

Max is terrified of the Avatar and keeps folding 
away, but he returns for long enough to guide them 
through Worralonga’s abandoned buildings. There 
is time for hurried conversation and Max confides in 
the players. He needs them to keep the Avatar busy 
while he folds into the mines and takes his readings. 
He does not tell them what the readings are for. ‘It'll 
take too long to explain,’ he says. ‘But believe me, 
this is life and death.’ 


Max tells the characters that the Avatar cannot be 
defeated. К has given Kevo speed and strength 
beyond humans, and no matter where the others 
flee, the Avatar will follow. Their best hope is to 
outlast it: the Geh-Koh-Rel that inhabits Kevo will 
burn out in this reality. 


A character can hasten their withdrawal by 
adapting a sonic screwdriver or similar device. 
Passing an Ingenuity + Science (Difficulty 18) test 


allows the device to 'tune out' the dimensional 
frequency of the Geh-Koh-Rel, though the user 
must be close to Kevo to do so. Alternatively, a 
fleck of temporally-resonant opal from the mines, 
brought close to the Avatar, will do the same trick. 


Should the Avatar catch a character, make an 
opposed Strength - Conflict test. If the character 
wins, they break free, but if the Avatar wins, it 
pierces their temple with a glass-tipped finger, 
sorting through memories for any trace of 
Max. This leaves the victim shocked and 
confused, temporarily reducing their Awareness 
and Ingenuity by 1 and permanently losing 
memories from the last 24 hours, including any 
interaction with Max. This intense, disorienting 
confusion will affect the Doctor for an hour, but 
for anyone less burdened by memory, the 
confusion fades in minutes. 


О Scene 6: After the Eclipse 

The eclipse passes and the day's warmth returns. 
The Avatar instantly stops what it is doing, the glass 
tumbling from Kevo's forehead. He returns to his 
senses, though with a permanent, crippling fear 
of shadows and glass. He mentions a 'pressure' 


behind his eyes but can relate nothing coherent 
about his experience. ‘Shoulda left when | had the 
chance,' he repeats. 


Max has used the characters’ distraction to 
complete his readings in the mines. Exhausted, he 
folds back into the centre of Worralonga. There is 
now time for Max to relay his story and answer the 
characters' questions. However, he divulges only 
as much as he thinks the characters need to know, 
primarily the threat posed by the extradimensional 
Geh-Koh-Rel, making sure to obfuscate his true 
nature as an Einstein. 


Q Max's Story 

‘My name is Max Kleiner. | come from another 
reality, one taken over by the Geh-Koh-Rel. 
Mad, terrible things. | fled from them, used one 
of their dimensional machines, but now they 
wish to follow me here, to your world. The trip 
was perilous — my uncle, who fled with me, was 
lost between the worlds. But | was lucky, my 
journey through dimensions blessed me with 
great powers. You've seen what | can do, my 
ability to "fold", to jump vast distances as easy 
as you may cross a room. Now | can follow the 
eclipses and find the places where the 
Geh-Koh-Rel have weakened our worlds. | can 
evade their agents. | can close the dimensional 
rifts and stop the Geh-Koh-Rel from taking your 
world as they have taken mine.’ 


Questioning will elicit further details. Мах 
arrived six months ago, appearing in the sewers 
of Seoul, South Korea, beginning to track 
eclipses across the world shortly after. However, 


Max declines any offer of help. He is thankful 
for their efforts in Worralonga, but feeling 
responsible for the death of his chaperone, he 
is not willing to risk the involvement of anyone 
else in his plans. If the players insist, Max grows 
increasingly irate, warning them not to interfere 
or their own good. 


Characters who pass an Awareness + Intuition 
test resisted by  Maxs Resolve (5) + 
Subterfuge (2) suspect Max is not being 
completely forthcoming with them, particularly 
when he feigns ignorance about the multiple 
Einsteins, attributing them to the anomalies 
everywhere the Geh-Koh-Rel have warped 
space and time. Confronting the boy about this 
worsens his temper. Finally, with a clap of air, 
Max folds away from Worralonga. 


When it comes to following Max, the players 
have multiple options. It becomes clear that 
tracking him across the vast Australian Outback 
is not feasible, but if they can figure out where 
and when the next eclipse will occur, they can 
intercept Max there. The TARDIS can decode 
the resonant frequency of the opal within 
Worralonga, or any scientifically inclined character 
can glean the same information by passing an 
Ingenuity + Science (Difficulty 9) test. 


Alternatively, the Doctor can find another faded 
newspaper clipping in her collection giving the 
date of the next eclipse. 


All point to Max's next destination: off the coast of 
Norway, eight days hence. 


O Scene 7: The Forest and the Sea 
The players may wish to jump straight to the next 
eclipse or pause to recuperate and reassess. Sooner 
or later, however, the TARDIS appears in the sky 
above the North Sea. 


Snow courses from a steel-grey sky, falling in 
endless flurries on the churning sea below. 
The sound of the TARDIS slipping into the 
world is swallowed by the storm. The snow clears, 
and for a moment, seen between the grey of 
sea and sky is a jungle of tropical green, suspended 
high above the waves. 


Stranded in the North Sea is a lonely slice of 
primeval jungle. Navigating the gusting squall, 
the Doctor lands amidst snow-covered greenery. 
The characters find themselves crowded in by 
ancient gingkos and ferns, the air heavy with 
a damp, woody scent, the sounds of wind and 
wave deadened. The ground slants sharply 
away, down towards the sea. 


As the slope is navigated, metal sounds underfoot. 
Lying on the snow are the frozen corpses of huge, 
prehistoric insects. Barrels, gantries, and cranes are 
visible, rusting amongst the foliage. A temporal 
anomaly has reverted the last oil reserves of an old, 
decrepit rig into the beautiful, doomed biome that 
now stands above the waves. 


G Player Opportunities 

The first thing the characters encounter is the 
body of another Einstein, curled in a drift of snow. 
Examinations reveal no marks or injuries, and 
will confirm, yet again, this is no construct, no 
mechanism, but a bona fide Einstein. Around the 
body are footprints: they appear out of thin air, 
circle the body once, then lead up the slope, into 
the jungle. It is not a huge intuitive leap to recognise 
these as left by Max. 


Down the slope, the characters eventually reach a 
pair of rotting cabins covered in overgrown foliage. 
Here, shielded from the cold, scarlet centipedes, 3 
metres long and with mighty mandibles, have made 
their nest. They hiss if disturbed but are otherwise 
docile. A player who passes a Presence + Convince 
(resisted by the centipedes’ Resolve (2) + Conflict 
(4)) test can even befriend the centipedes (they are 
fond of crisps and belly rubs). In the air is a deep, 
persistent, roar — beyond the cabins lies the drop to 
the treacherous North Sea. 


Following the footsteps up the slope, the players 
pass more and more dead Einsteins blanketed in 
snow. The footsteps pause with the first few, then, 
as the number of bodies increases, the footsteps 
no longer linger, but push on. Characters who pass 
an Awareness + Intuition (Difficulty 12) test may 
notice a shadow flicking between distant trees: 


Max, watching warily. At that moment, there is a 
change in the light, not dramatic as at Worralonga, 
but a slow, steady waning. Beyond the canopy, 
beyond the clouds, the eclipse has begun. Time is 
up. They must run. 


O Scene 8: What's at Stake? 

The tracks end in a clearing. Looming over the 
canopy is a rusting wreckage of a derrick, ice- 
clad and tangled with vines. Around the clearing, 
in drifts between ferns, are countless bodies of 
Einstein. Max stands beneath the derrick, papers 
and devices scattered around him. He does not 
react as the characters approach; his eyes remain 
on the rippling air before him. Something is warping 
the fabric of reality, forcing it to break. Soundlessly, 
something pushes through, tumbling to the ground 
and rolling to a rest. Another dead Einstein clone. 
Max pays it no heed. 


It becomes immediately clear to the players that 
Max is not, as he claimed in Worralonga, closing 
the dimensional rift. In fact, he is, with great strain 
and effort on his part, using the electronic device 
in his hands to hold it open. The characters may 
address Max, but he will not turn from his task. He 
is triangulating the last location he needs, the place 
where he will finally bridge the dimensions and 
be able to return home. His words are curt. 'Don't 
interfere,’ he warns them. ‘You don't understand 
whats at stake.’ When the players inevitably 
intervene, Max simply folds away and comes back 
again. 


As the light darkens in the eclipse, the sound 
of grinding glass begins again, coming from 
everywhere at once. Max is unperturbed. ‘The Geh- 
Koh-Rel won't come,' he says. 'We're in the middle 
of the ocean. What can they possess?' 


Out of the jungle, the centipedes emerge, legs 
churning snow, mandibles clacking. Lumps of glass 
glimmer down their scarlet flanks , their long, deep 
shadows swarming with tentacles. Three Geh-Koh- 
Rel Avatars bear down upon Max. 


G Player Opportunities 
Max screams, 'Don't let them touch me!' folding 
away with a clap of air. One centipede crashes 


off in pursuit, leaving the players to deal with the 
remaining two. The Geh-Koh-Rel maintain control 
over their Avatars for the duration of the eclipse, 
another stretch of seven minutes, but unlike the 
previous iteration, these Avatars, having located 
Max, no longer need to keep the characters alive 
for their memories. They are happy to remove 
nuisances. 


The players have multiple options. The foliage 
on either side of the clearing is thick, enough 
to slow the 3-metre long centipedes, while 
the derrick overhead can be made to topple 
with a successful Strength + Technology 
(Difficulty 18) test. 


Remnants of industry found in the jungle can 


be made into traps or weapons on a successful 
Ingenuity + Conflict (Difficulty 12) test. 


AVATAR OF THE GEH-KOH-REL 


Concept: Possessed and 
Empowered Centipede 


Focus: Survival 


Awareness 4, Coordination 4, 
Ingenuity 1, Presence 4, 
Resolve 4, Strength 4 


Skills: Conflict 6, Survival 5 


Distinctions: Empowered by the 
Geh-Koh-Rel — the Avatar has 
extraordinary strength and resilience, 
and while controlled by the motivating 
intelligence, neither tires nor turns 
from its task, acting with no concern 
for the safety of its host body. Its multiple 
legs allows it to crawl up vertical surfaces. 


Weapon: Mandibles (damage Strength +2) 
Tech Level: 7 


Story Points: 2 


| OHM X01004 


—] 
zr 
rn 
АЈ 
О 
zi 
rm 
U 
Гр 
> 
RS 
á 
<) 
Q 
> 
< 
m 


If any player took time to befriend the centipedes 
earlier, now is the moment they intervene, barrelling 
through the foliage and wrestling one of their 
possessed comrades to the ground, leaving the 
players with only one Avatar to deal with. 


Max discovers there is nowhere he can go - the 
craft that brought him has departed and any fold 
away will deposit him in the North Sea. Pursued by 
the Avatar, Max appears in the clearing; his energy 
spent by folding. His last action before his collapse 
is to hand one of the characters a mechanical 
device and a sheaf of notes. 'Find the last 
coordinates, he urges them. ‘We can save my 
people. We can save all the Einsteins.' 


As the eclipse wanes and the torture of glass fades, 
the Avatars sense they are out of time and renew 
their efforts to get to Max. While someone needs 
to take readings from the dimensional anomaly, 
getting as close as they can to the rupture, the rest 
of the characters must keep the Avatars from Max 
for as long as they can. 


In the anomaly, an industrial landscape appears, 
factories and spoil heaps beneath a boiling orange 
sky - the realm of the Geh-Koh-Rel. The electronic 
device (a few calculators glued to a Geiger counter) 
clicks as numbers scroll across its tiny screen. Three 
successful Awareness + Science (Difficulty 15) 
tests need to be completed before all readings 
are taken. Once that is done, the anomaly slowly 
begins to close. 


The monstrous centipedes drive away their 
brethren, cornering the other characters, hissing 
and clacking their mandibles. Drastic action needs 
to be taken. Players who pass an Ingenuity + 
Knowledge (Difficulty 15) test, or who expend a 
Story Point, will note the preponderance of leaky 
oil barrels, and the dense and flammable greenery 
that surrounds them. Just one deftly placed spark is 
all that it would take for the whole thing to go up 
in flames!. 


The resulting explosion annihilates the centipedes 
and sets the forest ablaze. The oil rig, already 
weakened and toppling as a result of the temporal 
anomaly, is crippled by the blast. With a groan of 


USING MAX AS TRANSPORT (PART TWO) 


If Max is the group's primary means of 
transport (thanks to his folding ability) while 
he is weakened by the journey, collapsing 
from the strain, he will still be able to fold 
with the characters at the last minute of the 
rig's collapse, appearing on a nearby fishing 
vessel that can deposit them at a coastal 
village in North Yorkshire. There Max can 
rest for a few hours to regain his strength 
before folding the group to Peru. 


metal, the rig begins its last slide into the North 
Sea. This time at least the slope is helpful – slipping 
on slush, the forest burning around them, the 
characters and Max reach the TARDIS just before it 
too pitches over the rail and into the sea. In fire and 
snow the oil rig vanishes beneath the waves. 


О Scene 9: Young Einstein 

An exhausted Max admits not telling the 
characters the complete truth. It is true that he is 
from another reality, but one that is collapsing 
upon itself. The creatures that live there, the Geh- 
Koh-Rel, searched for a solution to the failure of 
their home dimension, finding it in the form of 
Albert Einstein. One clone of the scientist proved 
insufficient, so the Geh-Koh-Rel filled their realm 
with thousands. Tasked with solving the imminent 
dimensional collapse, they constructed the Einstein 
Engine, a great convoluted mass of metal and 
mathematics at the heart of their reality. With it, the 
Geh-Koh-Rel planned to exchange one dimension 
for another. The last step was to solve the equation 
that would power the Engine fully: the Inversion 
Paradox. However, no Einstein could solve it. 


‘Until me,’ says Max. 


He reveals that he is another clone of Einstein, a 
prodigy like no other. The Einsteins recognised that 
their stealthy sabotage of the Engine was no longer 
enough - they had to make sure the Geh-Koh-Rel 
never learned the solution to the Paradox, and that 
meant sending Max away. 


‘They came up with a plan, says Max. ‘Our 
dimension is collapsing and that leaves no room 
for all the dead. The Geh-Koh-Rel feed them into 
the Engine. There is just enough power to bridge 
dimensions for a moment, to send the bodies to 
Earth. It was suggested we fake our deaths, be 
put through the Engine. We didn't know what 
would happen to living people, but we took the 
chance. Another Einstein volunteered to go with 
me. To keep me safe. But he... he didn't make it. 
He was consumed by the dimensional energies. 1 
was supposed to hide from the Geh-Koh-Rel, to 
assume the identity of Max Kleiner, but | have the 
power now. | can gather the information | need to 
return home, | can power up the Engine and make 
a stable bridge between realities. | can save all 
the remaining Einsteins. But | must act now. Every 
moment, the Geh-Koh-Rel create new Einsteins. It's 
only a matter of time before another Einstein solves 
the Inversion Paradox.’ 


Max shows them his calculations. The final 
anomaly will appear on the slopes of the volcano 
Sabancaya, Peru, in three days’ time. The way 
forward is clear. 


© Scene 10: The Temple at Sabancaya 
As the TARDIS ebbs into reality at the summit of 
Sabancaya, it sends a pall of ash and smoke swirling 
up into the vault of a black stone cyclopean temple. 
Scarlet fire falls upon the TARDIS, cast by the 
broiling caldera at the centre of the temple. Already 
the day darkens as the sun is eclipsed. The sound 
of glass screeches loudly in the air, blocking out all 
other sounds. 


The temporal anomalies are at their strongest at 
Sabancaya. No matter how early the characters wish 
to arrive to prepare and scout the location, they will 
always arrive at the very last moment, perilously 
close to running out of time. 


Leaving the TARDIS, the Doctor and her companions 
are struck by the foul, sulphurous atmosphere. 
Smoke hides the full extent of the temple towering 
above them. Brooding and alien, it is built from 
graceless blocks of glistening black stone. The 
Doctor recognises the temporal anomaly: this stone 
is the magma within Sabancaya one million years 
in the future, crafted by whatever strange creatures 
come after man. 
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Within the vast temple, stone benches are 
arranged in curves, while nestled in alcoves along 
the walls are twin-headed idols, double the size 
of a human. The floor slopes to a bowl of fire so 
vast its furthest edge cannot be seen. Over 
this volcanic pit is a familiar distortion in space 
and time. From it, dozens of bodies topple down 
into the flames. Clearer than ever before, the 
realm of the Geh-Koh-Rel can be seen through 
the distortion, a vertiginous slag heap of ash. 
Max begins taking readings. Three successful 
Awareness + Science (Difficulty 15) tests are 
needed, and multiple players can make tests, 
hastening the process. 


In the scarlet shadows of the temple a deep, 
guttural repetitive chant begins: ‘Geh-Koh-Rel’, 
'Geh-Koh-Rel', 'Geh-Koh-Rel'... Max, his form 
flickering with the urge to flee, notes his last 
calculation, then shouts for the characters to run. 
With a clap of rushing air, Max is already back 
at the TARDIS. Half-glimpsed in the darkness, 
gigantic forms close upon the Doctor and her 
companions. Lumpen-limbed and ponderous, the 
ground trembles beneath monstrous feet. Points of 
glass glint on dual foreheads. 


Inside the TARDIS, Max relays the final coordinates 
to the Doctor. The TARDIS protests as the arcane 
numerals are entered onto the console. The 
Cloister Bell clangs, lights flash and gasses vent. 
Everything lurches as the Doctor powers the 
TARDIS up. This is an all hands-on-deck moment 
- the TARDIS is under tremendous strain and the 
Doctor needs help to stop it from flying apart. 
Gathering around the console, the characters follow 
the Doctor's commands. 


Each player must make an Ingenuity + Technology 
(Difficulty 15) test to control the TARDIS. Should 
any be failed, a randomly determined companion 
suffers a mild injury. 


With the TARDIS under control, the Doctor sends 
it spinning past a shadowy hand large enough to 
hold it, across the bowl of rolling fire, and into the 
dimensional rift. 


All of known space and time is left behind. 


O Scene 11: Realm of the Geh-Koh-Rel 
The moment the TARDIS enters the Realm of the 
Geh-Koh-Rel, all power goes out. The Cloister Bell 
stops mid-toll, the lights on the console flicker 
and die. For a moment, the TARDIS hangs in the 
air, then plummets, skidding down a dune of ash, 
coming to a rest at its foot. 


There is silence within the darkened TARDIS, broken 
only by the slow groan of its fabric coming under 
stress. The Doctor can try accessing the console 
but only a few systems weakly respond. The words 


‘INSUFFICIENT REALITY’ flash on monitors, the 
TARDIS not completely convinced that anything 
exists beyond its bounds. It seems the TARDIS will 
not be moving any time soon. 


The Doctor and her companions clamber out of the 
fallen TARDIS and into the second-rate reality of the 
Geh-Koh-Rel. Gravity feels wrong, too weak and 
pulling from somewhere not quite underfoot. The 
air is thin, as if at perilously high altitude. Striking, 
vibrant orange dunes of flaking material, half-ash, 
half-snow, stand high around them. 


‘Ah,’ says Max sourly. ‘Home.’ 


G Player Opportunities 

At that moment, a coin falls out of the air, hitting 
the last person to leave the TARDIS on the head. 
The 50 pfennig coin, dated 1954, can be retrieved 
from the ash. If none of the characters pick it up, 
Max will pocket it. 


Struggling to the crest of a dune, the entire realm 
of the Geh-Koh-Rel is laid out below. As in a snow 
globe, the horizon curves maniacally, spindly 


factories on its edge bending as they reach into the 
restless orange sky. From the boiling cloud comes a 
fall of ash. A thick black halo hovers over the centre 
of the wasteland. "Where the Geh-Koh-Rel spawn,' 
says Max. Directly beneath the halo is a mass of 
metal; a nightmare of cubes and planes, reality 
twisted and tormented with cogs. ‘Thats what we 
came through. The Einstein Engine.’ 


The Doctor is reminded of the Citadel on Gallifrey, 
but whereas that domed city contained endless 
space within its bounds, the realm of the Geh-Koh- 
Rel is strangely compressed and far smaller than 
it seems. Reaching out, the Doctor can touch the 
crest of what appeared to be a distant dune. 


A half-dozen Einsteins appear, all dressed in 
dark clothing but of vastly different ages. The 
Einstein at the head of the group is ancient 
and stooped, walking with the aid of a stick. He 
looks at the Doctor and her companions with 
tired eyes. Max, suddenly bashful, steps behind 
the Doctor. The Elder Einstein looks at him and 
sighs. ‘We sent him away and you bring him back. 
You'd best come with us.’ 


O Scene 12: The Einstein Enclave 
The Elder Einstein leads the players through drifts 
of ash. Questions can be asked of him, but the only 
time he speaks is when a mournful siren washes over 
the wasteland. He turns his gaze to the black halo of 
the Geh-Koh-Rel. "They know they have strangers in 
fe: their midst. They will come to investigate. Are you 
a threat or an implement they can use?’ Eventually 
рна they reach a settlement of low shacks апа burned- 
- 7 out buildings, swamped with the refuse of bizarre, 
spindly machines. ‘Welcome,’ says the Elder, ‘to the 
Einstein Enclave.’ Out of doorways, down foetid 
alleyways Einsteins of every age come to see the 
new arrivals. All eyes fall on Max; concerned voices 

whispering... 


p 


They are led to a long, low building, part gutted 
factory, part lecture hall, filled with desks and 
blackboards, and melted lumps of silver that could 
be strange computers. Walls and floors are daubed 
in mathematical equations. The Elder Einstein sits, 
points his stick for the visitors to sit as well; around 
them the Einsteins crowd. 'Now,' he says, 'an 
explanation is in order.’ Max begins to speak, but 
the Elder shushes him. ‘Not from you.’ He addresses 
the characters. ‘Who are you and why are you here? 
More importantly, how did you get here?’ 


G Player Opportunities 

The players can relate their story to the assembled 
THE ELDER EINSTEIN Einsteins. The Elder Einstein will answer any 

questions, offering the following information. 


Concept: Elder Cloned Genius 
On the nature of the realm, and why the 


Focus: The Solution "P. TARDIS is no longer operational: ‘If your machine 

f | moves through space and time, there is simply 

Awareness 3, Coordination 3, — not enough of it here. Like filing an engine 

Ingenuity 6, Presence 3, with the wrong fuel. We are burdened with 

mM Resolve 5, Strength 2 L— d shoddy, second-hand physics. | will show you...’ 
Е" | Райта his pockets, he finds them empty. 

Skills: Athletics 3, Convince 4, Craft др | 'Does anyone have а coin?' Should the 50 pfennig 

Intuition 5, Knowledge 5, Science 5, "ajos coin be produced, he will flip it in the air where 

P NL Survival 3, Technology 5 it disappears with a snap into the recent past. 


ij ‘See? Ludicrous physics.’ 
/ Weapons: None 
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Things to be used until they break. They don't 
understand we are living things. When the siren 
sounds, we don't wait around to talk. We flee.’ 


The conversation winds down. The dilemma 
becomes clear: The Elder wants the visitors to leave 
and to take Max with them. The solution to the 
Inversion Paradox must not fall into the hands of 
the Geh-Koh-Rel. 


Max is convinced he can bridge the dimensions 
safely, leading the Einsteins out and trapping the 
Geh-Koh-Rel in the dying universe. 


The problem is, the TARDIS will not function, nor is 
there any guarantee that going through the Engine 
without it is safe. There are also voices ethical 
qualms with condemning the entirety of the Geh- 
Koh-Rel to annihilation. 


It becomes clear that the only viable option for 
escape is programming the Einstein Engine with 
Max's solved Inversion Paradox. 


The Elder Einstein shakes his head. ‘If there is no 
choice, there is no choice.' Max is eager to begin 


the calculations, and he asks the Doctor to double- 
check his work. Ascending a rickety ladder, he works 
feverishly upon myriad blackboards. 


Doctor's 
Einstein 


Meanwhile, the companions can 
explore the Hundreds of 
Einsteins of every age watch them, from the 


Enclave. 


elderly to toddlers, to every age of boy and man 
between. They live in poverty, their homes ash- 
swamped bunkers of brick and tin, the only source 
of water a fractured pipe. They come out to 
converse with the characters, eager to learn 
more about their home, about how they arrived 
in the Realm – the questions are precise, incisive, 
and constant. They wish to learn about the ‘real’ 
Einstein, the 'real' physics he worked upon. A 
seven-year-old Einstein shyly asks if the players 
will let him ride in the TARDIS. 


A sudden siren scatters the Einsteins. The 
characters are hurried into a hovel where a quartet 
of young Einstein students look up in alarm. 
Through a window, the players watch a Geh-Koh- 
Rel manifest, its true form finally seen: their bodies 
knots of flexing grey cables, their heads diffuse 


clouds of sparkling glass. 


It hangs in the centre of the settlement for 
a moment, then something drops from the 
clutch of cables. Lying on the ground, scraped 


and wailing, is a newborn Einstein. The 
Geh-Koh-Rel disappears with a clap of air as 
the older Einsteins rush to the child, cradling 


and calming it. 


The characters are warned not to venture into 
the wastelands for fear of the Geh-Koh-Rel. 
If they ignore this advice, they witness a cloud 
of shapes leaving the halo. Approaching further 
makes the mournful siren sound again. The 
shapes will grow frantic, swarming towards the 
companions. Retreat is the wisest option. 


In the meeting hall of the Einsteins, Max follows 
his equations down the wall and across the 
floor, rationalising апа refining, annihilating 
remainders, until there is one final, definitive 
term. Ecstatic, he circles it with a flourish. ‘And 
that, he says, ‘is how уои 
Inversion Paradox!’ 


solve the 


The Doctor does not share his jubilation. As 
the numbers have rattled down a feeling of 
dread has grown in her Max's smile fades. 
‘Is something wrong?’ 


‘I'm sorry,’ says the Doctor. ‘I’m so sorry. Einstein, 
| mean, my Einstein, he would go on to call it the 
greatest mistake of his life. He made an assumption 
that there was a fundamental stability to the 
universe. He applied it to all his calculations.' She 
points at an innocuous minus sign buried in the 
mathematics. 'He called it the "Cosmological 
Constant". It took him half his life to realise it, but 
that assumption was wrong.' She brushes the sign 
away. ‘There is no way to create a stable bridge. 
Once the Inversion Paradox is entered into the 
Engine, it will do exactly what it was built to do, 
nothing less than total dimensional transference.’ 


If the Doctor is not present, a character with 
sufficient mathematical skill can expend a story 
point to notice the discrepancy. If no such 
character is present, the Elder Einstein will deliver 
the grave news. 


Max is utterly crestfallen. ‘It won't work,’ he 
whispers. 


And then, echoing across the wasteland, the siren 
sounds again. 


The Geh-Koh-Rel are swarming towards the 
Enclave. 


О Scene 13: The Coming of the 
Geh-Koh-Rel 

At first just motes of dust form around the distant 
black halo; in a blink the Geh-Koh-Rel appear 
and hang in the air over the Enclave. They do not 
communicate in words or phrases. Instead, they 
insert fully formed concepts directly into the mind. 
The companions and the Einsteins experience the 
crippling pain of the communication — forced 
onto their knees, their minds filled with images of 
broken tools, shattered equipment. For those of a 
psychically sensitive nature, such as the Doctor, the 
reaction is worse. They immediately drop, insensate 
and unresponsive. 


Characters can attempt to communicate directly 
with the Geh-Koh-Rel by passing a Resolve + 
Conflict (Difficulty 12) test. Questions will be 
rebuffed, or answered in terse, grating phrases, 
but from the Geh-Koh-Rel, characters can steal a 
deeper understanding of the Einstein Engine. Each 
character who manages to make contact receives 
a fragment of knowledge, pieces of the Engine 
appearing like a blueprint in their minds. 


But before anyone can act on this knowledge, 
they must drive back the Geh-Koh-Rel. Knowing 
how they wither in stronger realities, the players 
can attune the Doctor's sonic screwdriver to the 
dimensional frequency of their home universe by 
passing an Ingenuity + Technology (Difficulty 
15) test. Multiple attempts can be made, but each 
will drain the gadget further. This, along with the 
Realm's rubbish physics, ensure the device will not 
last long. 


Alternatively, the players can attempt to divert the 
attention of the Geh-Koh-Rel. The Einstein Enclave 
is powered by a rickety fission generator: a hissing, 
crackling lump of metal the size of a suitcase. The 
Einsteins offer to destabilise it, while Max offers 
to fold with it to the furthest reaches of the Realm 
where it can safely but spectacularly detonate. 


Once the Geh-Koh-Rel have been driven back or 
distracted away, the Doctor and anyone similarly 
affected slowly revive. Characters with sufficient 
technological or knowledge, can piece together 
the information gleaned from the Geh-Koh-Rel: 


the Einstein Engine has been built according to 
the shoddy physics of the realm. It is just powerful 
enough to exchange realities, pushing the Geh- 
Koh-Rel into the stable Universe, condemning 
the entirety of the characters' home Universe to 
be compressed into the failing pocket dimension. 
However, with an overwhelming surge of power and 
a jolt of a more robust physics, the Engine can be 
effectively turned up to 11, merging both realities 
and allowing them to coexist. 


Any sufficiently powerful time-travelling device 
can act as both a conduit for power and an anchor 
between realities. The TARDIS is, however, currently 
non-operational... 


G Player Opportunities 

This is the final, most important task that faces the 
characters, and the Enclave of Einsteins. The players 
will need all their ingenuity and skills to escape the 
realm of the Geh-Koh-Rel. 


The first problem to solve is getting the TARDIS 
up and running. There is nothing in the realm 
of the Geh-Koh-Rel that will do the job. The 
answer lies on the other side of the Einstein 
Engine. The players тау naturally recall 
the volcano on the other side, alternatively they may 
expend a Story Point to do so. Here is a source of 
geothermal energy that the TARDIS can harness — 
all that is required is to send a power cable through 
the Engine and into the volcano at Sabancaya. 
Working with the Einsteins, any character who 
passes an Ingenuity + Technology (Difficulty 
12) test can construct a Gadget with the Transmit 
Distinction that will siphon the energy needed. 


Once that link is established, the rest of the plan can 
be put into action. With the Doctor in the TARDIS 
and Max at the Engine, the Inversion Paradox 
can be entered into the latter and the merging of 
dimensions can begin. There are complications, 
of course. If the sonic screwdriver is being used 
to keep the Geh-Koh-Rel at bay, the characters 
will need to safely escort the Einsteins across the 
wasteland and into the TARDIS. 


As the moments count down to engaging the 
Engine, the Geh-Koh-Rel strike. 
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NOTE: As the Adventure reaches its climax, 
a number of things may go wrong for the 
players. The Gamemaster can use any or all of 
the following suggestions. 


The Geh-Koh-Rel convert a dozen Einsteins 
into their avatars, shards of glass erupting 
suddenly at their foreheads. One group storms 
the Engine, the other swarms across the player's 
vessel, hoping to cause enough damage to 
make it non-operational. The Avatars remain under 
the control of the Geh-Koh-Rel for another span 
of seven minutes. As the energies in the Engine 
build up, they affect the physics of the Realm, 
causing it to shrink ever faster. The Einstein 
Enclave collapses and the black halo of the 
Geh-Koh-Rel threatens to fall down onto the 
Engine, the Einsteins, and the characters as the 
Geh-Koh-Rel spill out of the turbulent sky. 


The characters must defend themselves and the 
Einsteins, while providing cover for Max. At the 
last moment, Max inputs the solution to the 
Inversion Paradox and folds into the TARDIS, 
the Doctor throws every switch, and there is an 
extraordinary sound, as if the entirety of reality is 
being torn asunder... 


O Epilogue: The Einstein Engine 
There is a blinding light. 


There is, for quite some time after, nothing more 
than that. 


Slowly, softly, the sighing of the TARDIS. 

Lying on the floor, the Doctor opens her eyes. The 
first thing she sees is a screen above the console. 
Once it had blared INSUFFICIENT REALITY; now it 
gently glows with the words REALITY PLENTIFUL. 


The second thing she sees is the orb of brown glass 
resting in her hand. 


Yaz helps the Doctor to her feet. ‘What have you 
got there?’ 


The Doctor looks down at the snow globe, but 


instead of a winter wonderland, she looks upon 
an orange sky, a field of ash and incomprehensible 
industry. Amidst the gently falling ash, points of 
life, infinitesimal small, swarm. The Doctor cradles 
the Realm of the Geh-Koh-Rel, stable and safe at 
last. ‘Well,’ she says. ‘They seem happy at least.’ 


Beyond the open door of the TARDIS, lie the serene 
slopes of Sabancaya. 


Everyone and everything safe once more. 


The Doctor winks at Yaz. ‘Told you we wouldn't be 
bored.’ 


Yaz smiles. ‘One last thing.’ She points over her 
shoulder at a crowded TARDIS. ‘What exactly are 
we going to do with a thousand Einsteins?’ 
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